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THE TURTLES COME HOME 
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TIRED FIGHTERS 
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■ Jump behind these Turtle hun- 1 
1 ters and whack them with your 1 
1 Special Attack. 

1 Why did the Turtle cross the H 
1 street? Probably so he wouldn't la 
I get hit by the nut in ■ 

I the car. Keep to the ■ 

1 bottom of the screen. 
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QUANTUM FIGHTER! 
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Quantum 


Unit Type: Blue Joker 

Joker unit isn't a very active attacker. Use your 
Kabuki Kick to defeat it and move to collect the 
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1 this section with tips for TMNT—Fall of the Foot 
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The Konami Code strikes again. Power-Up in a cru¬ 
cial moment with the code that works on a number 
of Konami games. First pause the game. Then 
press Up, Up, Down, Down, Left, Right, Left and 
Right on the Control Pad. Next press the B Button 
and the A Button. Your Energy Meter will fill up to 
maximum! Use the code wisely. You'll be able to ; 
Power-Up only once per game. 
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the day before I arrived, he mys¬ 
teriously vanished. Now, I’ve got to 
explore the islands to find him, and 
you can help! Your journey begins 
in Coralcola. 
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i THE ISLAND TUNNEL 

The only way to get to Dr. J's Laboratory is to pass through the 
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TUNNEL TRAPS AND TOOLS 


SEEK SAFETY | 



















































































































































































inas. If you search 
:arefully, you'll find 























An all new game based on the adven¬ 
tures of Gizmo the Mogwai and his 
Gremlin offspring gets feature coverage 
in this issue’s focus on the Compact Vide 
Game System. There's also a comparison 
three new basketball games, a list of all oft 
latest releases and a look into the 
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Classified Tips and 
the Game Boy Top 10! 
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Game Boy ClassifiecL 


BATMAN 

H From Accent #545 

Special Item Shortcut 

Batman's battle through the Museum in Stage 2^3 
includes a difficult, if not impossible, jump up to an 
area (pictured below) that contains two special 
items. An easy way to get to this area is to jump upto 
the area before it and then leap through a weak spot 
in the wall. By taking this shortcut through the wall. 



PENGUIN WARS 


■ From Aqtf .1 #206 

Round Select 

There are ten rounds to this test of speed and accu¬ 
racy. As the rounds progress, the opponents become 
faster and more difficult to beat. Here's how you can 
choose any round from the very beginning. When it's 



MERCENARY FORCE 

■ From AqEMT #865 

Monk Move 

Every fighter in your group has a special ability you 

tough situation. Our Agents have found that the spe¬ 
cial power of the Monk can be used to altogether 

approach the end of the stage, make sure that you 

stage leader music begins, press the A and B But¬ 
tons at the same time. The Monk's special power will 
activate and the stage leader will not show up. After 
a few seconds, the next stage will begin. This move 
does make your Monk disappear, so make sure that 
you have enough coins to hire another fighter before 
you attempt it. 



SOCCER MANIA 


■ From Aqent #405 

Invisible Opponents 

Add an element of unpredictability to your game by 
making your opponents invisible. At the Title Screen, 
press Up, Up, Down, Down, Left, Right, Left and 
Right on the Control Pad. Then press the B Button 
and the A Button. When you press Start to begin, the 
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Mount Viinar 
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The La n 










d Of Britannia 


world in Ultima. Follow the map so 
you do not wander astray. 
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HOW DO I GET THROUGH THE 
LOST WOODS AND LOST HILLS? 






















WHERE IS THE WHISTLE 
IN THE SECOND QUEST? 
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WIN ATRIP FOR FOUR TO 





















PLAYING 


















YOUR GUIDE TO THE LATEST NES RELEASES 


A.D.&D. Heroes of the Lance 

FCI 

IP 

3.3 

1.9 

2.8 

3.1 

Role Playing 

Flying Warriors 

Culture Brain 

ip 

3.3 

3.3 

3.4 

3.5 

Martial Arts 

Galaxy 5000 

Activision 

2P-S 

3.4 

3.3 

3.7 

3.8 

Futuristic Racing 

The Hunt for Red October 

Hi-Tech 

ip 

2.8 

2.6 

2.6 

2.9 

Submarine Action 

Isolated Warrior 

NTVIC 

IP/Pass 

3.7 

3.3 

3.5 

3.3 

Combat Action 

The Krion Conquest 

Vic Tokai 

IP 

3.3 

3.4 

3.6 

3.4 

Magic Adventure 

The Legend of Hero Tonma 

Irem 

IP 

2.8 

3.1 

2.4 

2.9 

Hero Action 

Magician 

Taxan 

lP/Batt 

3.8 

2.8 

3.8 

3.8 

Mystic Adventure 

Mike Ditka's Big Play Football 

Accolade 

2P-S 

2.8 

2.6 

2.3 

2.7 

Football 

North & South 

Kemco-Seika 

2P-S 

3.4 

2.8 

3.4 

3.6 

War Simulation 

The Punisher 

UN Toys 

IP 

2.9 

2.6 

2.6 

2.9 

Crime Fighting Action 

Kabuki Quantum Fighter 

Hal America 

IP 

3.6 

3.6 

3.5 

3.7 

Sci-Fi Action 

Shadow of the Ninja 

Natsume 

2P-S 

3.6 

3.7 

3.4 

3.3 

Ninja Action 

Ski or Die 

Ultra Soft 

6P-A 

3.3 

3.0 

3.3 

3.4 


StarTropics 

Nintendo 

lP/Batt 

3.8 

3.3 

4.3 

4.3 

Island Adventure 

Supercars 

Electro Brain 

IP 

2.8 

2.3 

2.4 

2.6 

Driving 

TMNT H: The Arcade Game 

Ultra Soft 

2P-S 

3.7 

4.0 

4.0 

3.7 

Comic Adventure 

Ultima: Quest of the Avatar 

FCI 

1 P/Batt 

3.3 

3.4 

3.5 

3.7 

Role Playing 

The Untouchables 

Ocean 

IP 

3.1 

2.7 

2.8 

3.0 

Crime Fighting Action 

War on Wheels 

Jaleco 

IP 

2.7 

2.5 

2.3 

2.6 

RallerSkating 

Wayne Gretzkey’s Hockey 

THQ 

2P-S 

2.3 

2.3 

2.7 

2.8 

Hockey 

Some games are made to be played with as The Pros at Nintendo HQ 
You can get the most out of our many as four players at the same time. Some rate each new game, 
game listing by understanding also employ a battery or password to save Ratings are from 1 (poor) to 

and Game Type are self ex- ent categories: 

planatory. Use this Key to un- - QU« 

derstand Play Info and the < PIM 

valuable Power Meter ratings. | 









































86 NINTENDO POWER 



















































|9BBSI!SBsli3»s3BS3ill§§ifiSSii 13 













CELEBCIly 

PROFILE 


_ Wfladb ©teas aa-] IM* ®qaaui 

<£)(? 9tb3 [kss ZikiicDcaQss Hailisstfa 





























Here they are, the hottest scores around! If you’d like to share your best scores with the 
readers of Nintendo Power, send them in! You could be the next NES Achiever! 



























From old favorites producing new fun, to new companies destined to 
become old favorites, this issue's Pak Watch has it all. 











DOUBLE DRAGON m 









super Famicom 

SHOWCASE 



The Super NES 
Is On Its Way!!! 


he Las Vegas CES, Nintendo of America 

nounce that the next generation , 16-bit Super NES would be intro¬ 
duced in America in September of 1991! Due to the huge demand 
for this system in both Japan and the U.S., quantities will likely be 
limited at first. Production will be increased in 1992 to fill as much 
of the demand as possible. We’ll let you know more in next month’s 
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WOLVERINE 
AND TERMINATOR 2 










THE GAME HANDLER 





SWORD MASTER 



NOBUNAGAS AMBITION II 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 

People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 

We have no desire or intention to profit from these in any way. 

So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 
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